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(54) GAME PROGRAM, INFORMATION PROCESSING DEVICE, INFORMATION PROCESSING 
SYSTEM, AND GAME PROCESSING METHOD

(57) An information processing apparatus repeated-
ly acquires input positions detected by a pointing device,
each position corresponding to a position on a display
screen. The information processing apparatus executes
a predetermined first process on an object in a virtual
game space, at least on a condition that an input position
detected when an input to the pointing device is started
is within a predetermined area. The information process-
ing apparatus sets a reference position, based on an in-
put position regarding an input to the pointing device.
The information processing apparatus executes a move-
ment process for causing the object to move, based on
the reference position and on the input position of the
input which is continuously performed from start of the
input to the pointing device.
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Description

TECHNICAL FIELD

[0001] The present invention relates to a game pro-
gram, a game apparatus, a game system, and a game
processing method, which use a pointing device to per-
form an input.

BACKGROUND ART

[0002] Conventionally, a technique of performing
game operations by using a pointing device such as a
touch panel has been proposed. For example, a game
operation of causing an object in a game space to move
is performed by using a pointing device (refer to Patent
Literature 1, for example).

CITATION LIST

[PATENT LITERATURE]

[0003] [Patent Literature 1] Japanese Laid-Open Pat-
ent Publication No. 2013-127683

SUMMARY OF THE INVENTION

PROBLEMS TO BE SOLVED BY THE INVENTION

[0004] A user interface which enables a user to perform
more various game operations by using a pointing device
has been desired.
[0005] Therefore, an object of the present invention is
to provide a game program, a game apparatus, a game
system, and a game processing method, which enable
a user to perform various game operations by using a
pointing device.

SOLUTION TO THE PROBLEMS

[0006] To achieve the above objects, the present in-
vention adopts the following configurations (1) to (11).

(1) An aspect of the present invention is a game pro-
gram which causes a computer of an information
processing apparatus to execute an acquisition step,
a first process execution step, a reference position
setting step, and a movement process step. In the
acquisition step, the computer repeatedly acquires
input positions detected by a pointing device, each
position corresponding to a position on a display
screen. In the first process execution step, the com-
puter executes a predetermined first process on an
object in a virtual game space, at least on a condition
that an input position detected when an input to the
pointing device is started is within a predetermined
area. In the reference position setting step, the com-
puter sets a reference position, based on an input

position regarding an input to the pointing device. In
the movement process step, the computer executes
a movement process for causing the object to move,
based on the reference position and on the input
position of the input which is continuously performed
from start of the input to the pointing device.
According to the configuration of above (1), the user
can execute two types of processes, i.e., the first
process and the movement process, on the object
by a continuous input that is started from a position
within the predetermined area. That is, the informa-
tion processing apparatus allows the user to perform
various operations by the simple input method ac-
cording to the continuous input.
(2) The predetermined area may be set so as to in-
clude a position on an input screen of the pointing
device, the position corresponding to a position, on
the display screen, in which the object is displayed.
According to the configuration of above (2), the user
can properly determine whether or not to cause the
information processing apparatus to execute the first
process, depending on whether or not to perform an
input to the position of the object. Therefore, the in-
formation processing apparatus allows the user to
properly determine whether or not the first process
is to be executed, by an intuitive operation.
(3) The game program may further cause the com-
puter to execute an image display step. In the image
display step, the computer causes the display screen
to display an image of the virtual game space such
that the object is fixedly disposed at a predetermined
position on the display screen, during a predeter-
mined time period in which the first process is exe-
cutable.
According to the configuration of above (3), the user
can properly determine whether or not to execute
the first process, regardless of the state of the object,
by starting an input from the same position on the
display screen. Thus, the information processing ap-
paratus can improve operability of the above deter-
mination.
(4) The game program may further cause the com-
puter to execute an image display step. In the image
display step, the computer causes the display screen
to display an image of a game space that does not
include an image representing the predetermined ar-
ea, during a predetermined time period in which the
first process is executable.
According to the configuration of above (4), the in-
formation processing apparatus does not display the
image of the predetermined area, and therefore can
simplify the game image. Thus, the information
processing apparatus can reduce the processing
load for generating the game image. In addition,
since the predetermined area is set at the position
of the object, the user can roughly recognize the po-
sition of the determination area through the image
of the object even though the determination area is
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not displayed. Therefore, the information processing
apparatus can provide an easy-to-view and easy-to-
understand game image for the user.
(5) The game program may further cause the com-
puter to execute a reference position changing step.
In the reference position changing step, the compu-
ter changes the reference position to a position within
a predetermined distance from the input position of
the input which is continuously performed from start
of the input to the pointing device.
According to the configuration of above (5), regard-
ing the input which is continuously performed from
start of the input to the pointing device, the user can
perform a movement operation even by an input at
a position away from the object on the display screen.
Therefore, when the user performs the input to the
pointing device with his/her finger, for example, the
user can prevent the object from being difficult to be
viewed due to the finger performing the input. Con-
sequently, the information processing apparatus can
improve operability of the input to the pointing device.
(6) In the first process execution step, a process for
changing the state of the object may be executed as
the first process.
According to the configuration of above (6), the user
can perform both a movement operation on the ob-
ject and an operation to change the state, by a con-
tinuous input to the pointing device. Thus, the user
is allowed to perform multiple types of operations by
the continuous input to the pointing device, thereby
enabling the user to perform more various game op-
erations.
(7) In the first process execution step, a process for
changing the state regarding movement of the object
may be executed as the first process. In the move-
ment process step, the computer may cause the ob-
ject to move by different control methods depending
on the state of the object.
According to the configuration of above (7), the user
can change, through the first process, the control
method for movement by the movement operation.
Therefore, according to the configuration of above
(7), the user can perform, by a continuous input, both
the movement operation on the object and the op-
eration to change the control method for movement
by the movement operation. Thus, the user is al-
lowed to perform various movement operations by
the simple input method.
(8) The game program may further cause the com-
puter to execute a second process execution step.
In the second process execution step, the computer
executes a second process on the object, the second
process being different from the first process, in the
case where the input position detected when the in-
put to the pointing device is started is within the pre-
determined area, and where the input which is con-
tinuously performed from start of the input satisfies
a predetermined condition.

According to the configuration of above (8), after the
user causes the information processing apparatus
to execute the first process, the user can further
cause the information processing apparatus to exe-
cute the second process by an operation that satis-
fies the predetermined condition. Thus, the user is
allowed to perform multiple types of operations by a
continuous input to the pointing device, thereby en-
abling the user to perform more various game oper-
ations.
(9) In the second process execution step, a process
regarding movement of the object may be executed
as the second process.
According to the configuration of above (9), the user
can perform the operation regarding movement of
the object even after causing the information
processing apparatus to execute the first process.
Thus, the user is allowed to perform various opera-
tions regarding movement of the object by the simple
input method.
(10) In the second process execution step, the sec-
ond process may be executed in response to end of
the input which is continuously performed from start
of the input to the pointing device.
According to the configuration of above (10), the user
can cause the information processing apparatus to
execute the second process by an operation to end
the continuous input to the pointing device. Thus,
the user is allowed to perform a game operation also
by the operation to end the continuous input, in ad-
dition to the operation during the continuous input,
thereby enabling the user to perform more various
game operations.
(11) In the first process execution step, a process
for controlling action of the object may be executed
as the first process, the process being different from
the movement process.
According to the configuration of above (11), the user
can perform both the movement operation on the
object and the operation to cause the object to per-
form an action, by a continuous input to the pointing
device. Thus, the user is allowed to perform multiple
types of operations by the continuous input to the
pointing device, thereby enabling the user to perform
more various game operations.

[0007] Still another aspect of the present invention may
be an information processing apparatus or an information
processing system which executes the processes in the
steps in above (1) to (11) (not limited to the mode of
executing the steps by a program). Yet another aspect
of the present invention may be a game processing meth-
od in which a computer executes the processes in the
steps in above (1) to (11).

ADVANTAGEOUS EFFECTS OF THE INVENTION

[0008] According to the present invention, a user is al-
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lowed to perform various game operations by using a
pointing device.

BRIEF DESCRIPTION OF THE DRAWINGS

[0009]

[FIG. 1] FIG. 1 is a block diagram showing an exam-
ple of a configuration of an information processing
system according to an embodiment.
[FIG. 2] FIG. 2 is a block diagram showing an exam-
ple of a configuration of a server.
[FIG. 3] FIG. 3 is a block diagram showing an exam-
ple of a configuration of a terminal device.
[FIG. 4] FIG. 4 shows an example of a game image.
[FIG. 5] FIG. 5 shows an example of a determination
area in the embodiment.
[FIG. 6] FIG. 6 shows an example of a game image
when a touch input is started in the case where a
first movement operation is performed.
[FIG. 7] FIG. 7 shows an example of an operation
image.
[FIG. 8] FIG. 8 shows an example of a state in which
a reference position is changed.
[FIG. 9] FIG. 9 shows an example of a game image
when a touch input is started in the case where a
second movement operation is performed.
[FIG. 10] FIG. 10 shows an example of a game image
including the object in an acceleration-allowed state.
[FIG. 11] FIG. 11 shows an example of a game image
including the object in an accelerated state.
[FIG. 12] FIG. 12 shows examples of data used for
game processing in the information processing sys-
tem.
[FIG. 13] FIG. 13 is a flowchart showing an example
of a flow of game processing executed by the termi-
nal device.
[FIG. 14] FIG. 14 is a flowchart showing an example
of a flow of game processing executed by the termi-
nal device.
[FIG. 15] FIG. 15 shows an example of a determina-
tion area in a first modification.
[FIG. 16] FIG. 16 shows an example of a game image
when a second movement operation is performed in
the first modification.
[FIG. 17] FIG. 17 shows an example of a determina-
tion area in a second modification.
[FIG. 18] FIG. 18 shows an example of a game image
when a second movement operation is performed in
the second modification.

DESCRIPTION OF EMBODIMENTS

[1. Overall configuration of system]

[0010] Hereinafter, an information processing system,
an information processing apparatus, a game program,
and a game processing method according to the present

embodiment will be described. First, a description is giv-
en of the overall configuration of the information process-
ing system according to the present embodiment, and
the configurations of a terminal device and a server in-
cluded in the information processing system. FIG. 1 is a
block diagram showing an example of the configuration
of the information processing system according to the
present embodiment. As shown in FIG. 1, the information
processing system includes a server 1 and a terminal
device 2. The server 1 and the terminal device 2 are
connectable to a network 3 such as the Internet and/or
a mobile communication network. The server 1 and the
terminal device 2 are communicable with each other via
the network 3.
[0011] The server 1 is a server for providing services
relating to applications to be executed in the terminal
device 2. In the present embodiment, the server 1 is a
game server for games to be executed in the terminal
device 2. That is, the server 1 provides an environment
for execution of game processing in the terminal device
2. For example, in response to a request from the terminal
device 2 which executes game processing, the server 1
executes the game processing according to need, and
transmits, to the terminal device 2, game data complying
with the request.
[0012] The terminal device 2 is an example of an in-
formation processing apparatus possessed by a user.
Examples of the terminal device 2 include: a smart phone,
a hand-held or stationary game apparatus, a mobile
phone, a tablet terminal, and a wearable terminal. The
terminal device 2 can execute a game program (in other
words, game application) for which the server 1 provides
a service.

(Specific example of configuration of server 1)

[0013] FIG. 2 is a block diagram showing an example
of a configuration of the server 1. In FIG. 2, each of com-
ponents of the server 1 is implemented by one or more
information processing apparatuses. The hardware con-
figuration of the server 1 of the present embodiment may
be the same as that for a conventional server.
[0014] As shown in FIG. 2, the server 1 includes a
processing section 11 and a storage section 12. The
processing section 11 is electrically connected to the
components 12 to 15 of the server 1. The processing
section 11 includes a CPU (Central Processing Unit) and
a memory. In the server 1, the CPU executes, using the
memory, programs stored in the storage section 12,
thereby executing various kinds of information process-
ing. The storage section 12 is any storage device (also
referred to as "storage medium") that is accessible by
the processing section 11. The storage section 12 stores
therein programs to be executed in the processing sec-
tion 11, data to be used for information processing by the
processing section 11, data obtained by the information
processing, etc. In the present embodiment, the storage
section 12 stores therein at least a program for game
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processing which is to be executed on the server side
for game processing to be executed in the terminal device
2.
[0015] The server 1 includes a communication section
13. The communication section 13 is connected to the
network 3, and has a function of communicating with oth-
er devices (e.g., the terminal device 2) via the network
3. The server 1 includes an input section 14 and a display
section 15 as input/output interfaces.

(Specific example of configuration of terminal device 2)

[0016] FIG. 3 is a block diagram showing an example
of a configuration of the terminal device 2. As shown in
FIG. 3, the terminal device 2 includes a processing sec-
tion 21 and a storage section 22. The processing section
21 is electrically connected to the components 22 to 25
of the terminal device 2. The processing section 21 in-
cludes a CPU and a memory. In the terminal device 2,
the CPU executes, using the memory, programs (includ-
ing the aforementioned game program) stored in the stor-
age section 22, thereby executing various kinds of infor-
mation processing. The storage section 22 stores therein
programs to be executed in the processing section 21,
data to be used for information processing by the
processing section 21, and data obtained by the infor-
mation processing, etc. The storage section 22 may be
a storage medium (e.g., a card-type storage medium)
that is attachable/detachable with respect to the terminal
device 2.
[0017] The terminal device 2 includes a pointing device
as an example of the input section. The pointing device
is any input device having an input surface, and is capa-
ble of detecting a position designated on the input surface
(by a user, for example). In the present embodiment, the
pointing device is a touch panel 23 provided on a screen
of a display section 24. The touch panel 23 detects a
position designated by an input of touching (referred to
as "touch input") on the input surface (in other words, a
surface set on the screen of the display section 24).
[0018] The pointing device may be a touch type input
device capable of detecting a position designated (by the
user, for example) on an input surface, such as a touch
screen, a touch panel, or a touch pad. The touch type
input device may be an input device that allows contact
or noncontact input to an input surface. That is, the touch
type input device is not limited to a device capable of
detecting a position of a touch input to the input surface,
and may be an input device (e.g., an input device having
a floating touch function) capable of detecting an input
position by detecting a finger or the like disposed at a
position a little distant from the input surface. That is, the
touch type input device may detect a position designated
by an input performed by disposing a finger or the like at
a position a little distant from the input surface, instead
of (or in addition to) a touch input performed on the input
surface.
[0019] The pointing device is not limited to the touch

type input device, and may be a mouse, or an operation
apparatus that is moved by a user. The operation appa-
ratus is able to designate a position on an input surface
in accordance with the position and/or the direction of
the operation device.
[0020] The terminal device 2 includes a display section
24. The display section 24 displays an image (e.g., a
game image, etc.) generated by information processing
executed in the processing section 21 of the terminal
device 2.
[0021] The terminal device 2 includes a communica-
tion section 25. In the present embodiment, the commu-
nication section 25 has a function of performing commu-
nication while being connected to a mobile communica-
tion network (in other words, mobile telephone commu-
nication network). That is, the terminal device 2 (specif-
ically, the processing section 21) is connected to the net-
work 3 by using the communication section 25 (in other
words, through the communication section 25) via the
mobile communication network, and communicates with
other devices (e.g., the server 1, etc.). The configuration
of the communication section, through which the terminal
device 2 performs communication via the network 3, is
arbitrary. For example, the communication section 25
may have a function of connecting to a wireless LAN
through a communication module with Wi-Fi authentica-
tion. Alternatively, the communication section 25 may
have both a function of connecting to a mobile commu-
nication network and a function of connecting to a wire-
less LAN.

[2. Outline of processing in information processing sys-
tem]

[0022] Hereinafter, an outline of game processing ex-
ecuted in the information processing system will be de-
scribed with reference to FIGS. 4 to 11. In the present
embodiment, an exemplary case will be described, where
game processing for a racing game in which a user (in
other words, a player) operates an object representing a
car (refer to FIG. 4) is executed in the information
processing system.
[0023] In the present embodiment, the user performs
an operation on the object by a touch input to the touch
panel 23. That is, the terminal device 2 controls action
(more specifically, movement) of the object, based on a
touch input to the touch panel 23.

[2-1. Action of object when no touch input is performed]

[0024] First, an action in the case where no touch input
is performed will be described. FIG. 4 shows an example
of a game image. FIG. 4 shows a game image when no
touch input is performed. As shown in FIG. 4, the terminal
device 2 causes the display section 24 to display a game
image including a virtual game space (in the present em-
bodiment, a racing course), and an object 31 which ap-
pears in the game space. The object 31 is an object rep-
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resenting a car (and a character driving the car), and is
operated by the user.
[0025] In the present embodiment, when no touch input
is performed, the terminal device 2 controls movement
of the object 31 automatically (i.e., according to a prede-
termined algorism). In this case, the object 31 is auto-
matically controlled so as to advance along the racing
course. In another embodiment, the terminal device 2
may control movement of the object 31 such that the
object 31 advances straight, when no touch input is per-
formed.
[0026] In the present embodiment, the speed of the
object 31 is controlled automatically (e.g., at a fixed
speed), except when an acceleration action described
later is performed. In another embodiment, the speed of
the object 31 may be controlled based on an input per-
formed by the user. For example, the terminal device 2
may control the speed of the object 31, based on an in-
struction from the user (e.g., an instruction by a touch
input to an accelerator button displayed on a screen).
[0027] In the present embodiment, the object 31 can
take two types of states, i.e., a normal state and a drift
state. Although details will be described later, the normal
state and the drift state are different from each other in
the content of a process of controlling movement of the
object 31 based on a touch input by the user. In the
present embodiment, the object 31 is in the normal state
at least when no touch input is performed.

[2-2. Action of object when touch input is performed]

[0028] In the present embodiment, the user performs
a movement operation on the object 31 by a touch input.
In the present embodiment, the user is allowed to per-
form: a first movement operation in which a touch input
is started at a position different from the position of the
object 31 on the screen; and a second movement oper-
ation in which a touch input is started at the position of
the object 31. When the first movement operation is per-
formed, the terminal device 2 performs movement control
for the object 31 in the aforementioned normal state.
When the second movement operation is performed, the
terminal device 2 performs movement control for the ob-
ject 31 in the aforementioned drift state.
[0029] As described above, in the present embodi-
ment, the type of a movement operation to be performed
varies depending on whether or not an input position at
the time of a touch-on of a touch input (hereinafter, this
position is referred to as "touch-on position") is the posi-
tion of the object 31. In this specification, "touch-on"
means that a touch input is started. In other words,
"touch-on" means a change from a state where no touch
input is performed to a state where a touch input is per-
formed. In this specification, end of a touch input, in other
words, a change from a state where a touch input is per-
formed to a state where no touch input is performed is
referred to as "touch-off’.

(Determination area)

[0030] In the present embodiment, whether or not a
touch-on position is the position of the object 31 is deter-
mined by using a determination area which is set on the
input surface of the touch panel 23. FIG. 5 shows an
example of the determination area in the present embod-
iment. The terminal device 2 determines whether the sec-
ond movement operation is performed or the first move-
ment operation is performed, depending on whether or
not a touch-on position is within a determination area 30.
That is, when the touch-on position is within the determi-
nation area 30, the terminal device 2 determines that the
second movement operation is performed. When the
touch-on position is outside the determination area 30,
the terminal device 2 determines that the first movement
operation is performed.
[0031] For example, when the input surface of the
pointing device is set on the screen of the display device
24 as in the touch panel, an input position detected by
the pointing device is, to be exact, a position correspond-
ing to a position on the display screen. However, the input
position substantially indicates a position on the display
screen. Therefore, in the description of the present em-
bodiment, for easy understanding, an input position and
a determination area are sometimes described as posi-
tions on the display screen. The wording "an input posi-
tion (or a determination area) is present at a specific po-
sition on the display screen" exactly means that the input
position (or the determination area) is present at a posi-
tion that is on the input surface and corresponds to the
specific position on the display screen.
[0032] As shown in FIG. 5, in the present embodiment,
the determination area 30 is set so as to include a position
in which the object 31 is displayed (to be exact, the de-
termination area 30 is set so as to include a position, on
the input surface, corresponding to a position in which
the object 31 is displayed on the display screen). In the
present embodiment, the determination area 30 has a
circular shape. In another embodiment, the determina-
tion area 30 may have any shape such as square, rec-
tangular, etc., for example. In addition, the determination
area 30 may be set so as to roughly include the object
31. In other words, the determination area 30 is not nec-
essarily set so as to include the entirety of the object 31.
[0033] As described above, in the present embodi-
ment, the user can properly use the two types of move-
ment operations, depending on whether a touch input is
started from the position of the object 31 to be operated
by the user, or from a position different from the position
of the object 31. Thus, the user can properly use the
movement operations by an intuitive and easy method
(even if the determination area 30 is not displayed as in
the present embodiment).
[0034] In another embodiment, the determination area
30 is not limited to the position based on the position of
the object 31, and may be set at another position (refer
to modifications described later).
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[0035] In the present embodiment, during a time period
in which a movement operation can be performed (e.g.,
during a racing game), the terminal device 2 causes the
display section 24 to display an image of a virtual game
space such that the object 31 is fixedly disposed at a
predetermined position on the display screen (in the
present embodiment, a position on a slightly lower side
from the center of the screen) (refer to FIG. 5, etc.). Thus,
the determination area 30 is fixedly set so as to include
the aforementioned predetermined position. Therefore,
in the present embodiment, the user may start a touch
input from the same position when performing the second
movement operation, whereby the terminal device 2 can
improve operability of the second movement operation.
[0036] In another embodiment, the position of the ob-
ject 31 on the display screen may be changed as appro-
priate. At this time, the terminal device 2 may set the
determination area 30, based on the position of the object
31. That is, the determination area 30 may be set so as
to move in accordance with the position of the object 31
moving on the screen (specifically, so as to include the
position of the object 31).
[0037] While in FIG. 5 the determination area 30 is rep-
resented as a hatched region encircled by a broken line,
an image representing the determination area 30 is not
actually displayed in the present embodiment. That is,
the terminal device 2 causes the display section 24 to
display an image of a game space that does not include
an image representing the determination area 30, during
the time period in which the movement operation can be
performed. Thus, the terminal device 2 can simplify the
game image, and can provide the object 31 and the like
in an easy-to-view manner for the user. In the present
embodiment, since the determination area 30 is set at
the position of the object 31, the user can roughly recog-
nize the position of the determination area 30 through
the image of the object 31 even though the determination
area 30 is not displayed. Therefore, in the present em-
bodiment, the position of the determination area 30 can
be provided in an easy-to-understand manner for the us-
er, and an easy-to-view game image can be provided to
the user.
[0038] In another embodiment, the terminal device 2
may cause the display section 24 to display an image
representing the determination area 30 (refer to FIG. 17
relating to a modification described later).
[0039] As described above, in the present embodi-
ment, the user can properly use the two types of move-
ment operations, depending on whether the movement
operation starting position is the position of the object 31
(i.e., within the determination area 30) or a position dif-
ferent from the position of the object 31 (i.e., outside the
determination area 30).

[2-2-1. First movement operation]

[0040] An action in the case where the first movement
operation is performed will be described with reference

to FIGS. 6 to 8. FIG. 6 shows an example of a game
image when a touch input is started in the case where
the first movement operation is performed. As shown in
FIG. 6, when a touch input is started at a position outside
the determination area 30, the terminal device 2 deter-
mines that the first movement operation is performed.
[0041] In the present embodiment, when a touch input
of a movement operation (i.e., the first or second move-
ment operation) is started, the terminal device 2 first sets
a reference position, based on an input position at the
time of a touch-on, i.e., an input position at the start of
the touch input. Although details will be described later,
the reference position is a position used for specifying
the content of an input instruction by the touch input. In
the present embodiment, an input position at the time of
the touch-on is set as a reference position.
[0042] In another embodiment, a reference position
that is set at the time of a touch-on may be any position
that is set based on an input position at the time of the
touch-on. For example, when an input position at the time
of a touch-on is located near an end of the screen of the
display section 24, the terminal device 2 may set, as a
reference position, a position at a predetermined dis-
tance from the end of the screen, based on the input
position. In this case, the user can designate an input
position that is by the predetermined distance away from
the reference position in any direction. Alternatively, in
the above case, a reference position may be set at a
position within a distance of a radius r2 of a reference
position image described later from the end of the screen.
In another embodiment, a reference position that is set
at the time of a touch-on may be fixedly set regardless
of an input position at the time of the touch-on. That is,
the terminal device 2 may set a predetermined position
(e.g., a center position of the screen of the display section
24) as a reference position.
[0043] In another embodiment, a reference position
may be set at a position independent of an input position
at the time of setting the reference position. For example,
in the case where the terminal device 2 receives a tap
operation (e.g., a touch-input operation in which a time
period from a touch-on to a touch-off is shorter than a
predetermined time period) in addition to the movement
operation, the terminal device 2 may determine whether
or not the elapsed time from the touch-on exceeds the
predetermined time period, for the purpose of determin-
ing whether the operation by the started touch input is
the movement operation or the tap operation. In this case,
the terminal device 2 may set, as a reference position,
an input position at the time when the predetermined time
period has passed from the touch-on in the movement
operation.
[0044] In the present embodiment, the user can start
a touch input for a movement operation, with any position
on the input surface of the touch panel 23 being an input
start position. That is, in response to a touch input being
started at any position on the input surface, the terminal
device 2 executes a process of setting a reference posi-
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tion and a process of specifying an input instruction de-
scribed later. However, in another embodiment, the ter-
minal device 2 may execute these processes on condi-
tion that a touch input is started within a predetermined
input reception area in the input surface. The input re-
ception area may be, for example, an area (different from
the determination area 30) that is set based on the posi-
tion of the object 31, or a predetermined area.
[0045] As shown in FIG. 6, while a touch input to the
touch panel 23 is performed, the terminal device 2 causes
the display section 24 to display an operation image 32
in addition to a game image. In FIG. 6, a finger of the
user who performs the touch input is represented by a
dotted line. In the present embodiment, the operation im-
age 32 includes an input position image 33 and a refer-
ence position image 34.
[0046] The input position image 33 is an image repre-
senting a position that is located on the input surface of
the touch panel 23 and is the current input position. Spe-
cifically, the input position image 33 represents a circular
region having a radius r1 around the input position (refer
to FIG. 7). The reference position image 34 is an image
representing a position that is located on the input surface
of the touch panel 23 and is a reference position. Spe-
cifically, the reference position image 34 represents a
circular region having a radius r2 (> r1) around the ref-
erence position (refer to FIG. 7).
[0047] As described above, in the present embodi-
ment, since the operation image 32 is displayed, the user
can visually recognize the input position and the refer-
ence position. This allows the user to easily perform an
input according to his/her intention, and the terminal de-
vice 2 can improve operability for the touch input. As
shown in FIG. 6, the operation image 32 of the present
embodiment is an image representing a slide pad that is
an example of a direction input device. However, in an-
other embodiment, the operation image 32 may be any
image representing a reference position and an input po-
sition. In still another embodiment, no operation image
32 may be displayed on the display section 24.
[0048] After starting the touch input, the user performs
a movement operation on the object 31 by the touch input
being continued, specifically, by a sliding operation. That
is, in the present embodiment, the user performs, by the
touch input, an input instruction for instructing a move-
ment direction of the object 31. Hereinafter, a method of
performing an input instruction will be described with ref-
erence to FIG. 7.
[0049] FIG. 7 shows an example of an operation im-
age. In FIG. 7, a reference position and an input position
are shown in addition to an operation image 32 displayed
on the display section 24. In the present embodiment,
the input position is acquired, from the touch panel 23,
as two-dimensional coordinates indicating a position on
the input surface. In addition, each of the input position
and the reference position is stored as two-dimensional
coordinates in the terminal device 2.
[0050] FIG. 7 shows a state where, after a touch-on,

an input position Pt has been shifted from a position at
the time of the touch-on (i.e., from a reference position
Pr). An input instruction by a touch input is performed
while the touch input is continued from the touch-on.
Here, a touch input which is continuously performed from
a touch-on (i.e., which is performed without interruption
from a touch-on) is referred to as "continuous touch in-
put". The terminal device 2 specifies the content of the
input instruction based on the reference position and the
input position, while the continuous touch input is being
performed. In the present embodiment, as values repre-
senting the content of the input instruction, an input di-
rection and an input distance are calculated.
[0051] The input direction is calculated based on a vec-
tor V from the reference position Pr to the input position
Pt. The vector V is a vector having the reference position
Pr as a start point, and the input position Pt as an end
point. In the present embodiment, the input direction is
calculated as a direction of an x-axis component of the
vector V (in other words, a component in a transverse
direction on the input surface). That is, in the present
embodiment, the input direction is calculated as a right-
ward direction (i.e., x-axis positive direction) or a leftward
direction (i.e., x-axis negative direction).
[0052] The input distance is calculated based on the
magnitude of the vector V. In the present embodiment,
the input distance is calculated as a magnitude Vx of the
x-axis component of the vector V.
[0053] As described above, in the present embodi-
ment, an input instruction corresponds to a direction and
a magnitude regarding a one-dimensional direction (spe-
cifically, x-axis direction). Therefore, an input instruction
may be represented as a numerical value, such as "-2"
or "1", in which an input direction is represented as a
positive or negative sign and an input distance is repre-
sented as an absolute value.
[0054] In another embodiment, an input instruction
may be a direction and a magnitude regarding a two di-
mension. That is, an input instruction may have the di-
rection of the vector V being an input direction, and the
magnitude of the vector V being an input distance. In still
another embodiment, an input instruction may include
only one of an input direction and an input distance.
[0055] The terminal device 2 controls action (specifi-
cally, movement) of the object 31, based on the afore-
mentioned input instruction. In other words, the object 31
is controlled based on the input position and the reference
position. A specific control method for the object 31 is
arbitrary. In the present embodiment, the terminal device
2 controls the object 31 such that the object 31 makes a
turn by an amount of turn according to the input distance,
in a direction according to the input direction. That is, the
object 31 moves so as to make a longer turn to the right
as the input position Pt is more distant from the reference
position Pr in the rightward direction, and moves so as
to make a longer turn to the left as the input position Pt
is more distant from the reference position Pr in the left-
ward direction. The direction and amount of turn of the
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object 31 may be calculated based on a straight advance
direction, or may be calculated based on an advance
direction of the object 31 when the object 31 automatically
travels (i.e., when no touch input is performed). Further-
more, as described above, in the present embodiment,
the speed of the object 31 is automatically controlled ex-
cept when an acceleration operation is performed.
[0056] As described above, in the present embodi-
ment, the terminal device 2 controls movement of the
object 31, based on an input distance that is a distance
between a reference position and an input position con-
tinuously acquired after a touch-on, and on an input di-
rection that is a direction from the reference position to
the input position. According to this control, the user can
perform an operation on an object by a simple operation
method which is a touch input continued from a touch-
on (i.e., continuous touch input). In another embodiment,
movement of the object 31 may be controlled based on
at least one of the input distance and the input direction.
[0057] The terminal device 2 may start control for the
object 31 on condition that an input distance exceeds a
predetermined control start distance, in the first move-
ment operation (the same applies to the second move-
ment operation). At this time, control for the object 31 is
not performed during a time period from when an input
is started to when an input position is adequately away
from a reference position. Thus, it is possible to reduce
a risk that movement control for the object 31 is per-
formed against the user’s intention when, for example,
the user accidentally performs a touch input without in-
tending to perform a movement operation (more specif-
ically, for example, when a finger of the user hits the input
surface of the touch panel 23).

(Reference position changing process)

[0058] In the present embodiment, a reference position
set at the time of a touch-on may be changed while a
touch input continued from the touch-on is being per-
formed. Hereinafter, a reference position changing proc-
ess will be described.
[0059] FIG. 8 shows an example of a state in which a
reference position is changed. In FIG. 8, a position Pr0
is a reference position at a certain time point t = 0 during
a continuous touch input, and a position Pt0 is an input
position detected at the time point t = 0. In the example
of FIG. 8, an input position Pt1 is detected at a time point
t = 1 which is an input position detection time point sub-
sequent to the time point t = 0. In the present embodiment,
the reference position is changed from the position Pr0
to a position Pr1 in response to the input position Pt1
being detected (refer to FIG. 8).
[0060] Specifically, when the distance from the refer-
ence position to the input position exceeds a predeter-
mined distance as a result of shifting of the input position
due to the continuous touch input, the terminal device 2
changes the reference position. The predetermined dis-
tance has a value determined in advance. For example,

the predetermined distance has a value obtained by sub-
tracting the radius r1 of the input position image from the
radius r2 of the reference position image 34. Therefore,
in the present embodiment, the reference position is set
(in other words, changed) such that the input position
image 33 is included in the reference position image 34.
That is, the input position image 33 is disposed so as to
be included in the circular region of the reference position
image 34. In another embodiment, the reference position
may be set such that the input position (i.e., the center
of the input position image 33) is included in the reference
position image 34. At this time, the aforementioned pre-
determined distance is set to the radius r2 of the refer-
ence position image 34. In another embodiment, the pre-
determined distance may be set to a value independent
of the radius r1 of the input position image 33 and the
radius r2 of the reference position image 34. That is, the
sizes of the input position image 33 and the reference
position image 34 may not be used for the reference po-
sition changing process.
[0061] As described above, the terminal device 2
changes the reference position such that the distance
from the reference position to the input position is within
the aforementioned predetermined distance. In the
present embodiment, a post-change reference position
Pr1 is determined to be a position on a line segment
connecting a pre-change reference position Pr0 and the
current input position Pt1, and the distance from the post-
change reference position Pr1 to the current input posi-
tion Pt1 is equal to the aforementioned predetermined
distance (refer to FIG. 8).
[0062] A specific method for calculating a post-change
reference position is arbitrary. For example, in another
embodiment, the terminal device 2 may calculate a post-
change reference position Pr1 such that the pre-change
reference position Pr0 is shifted in a direction according
the direction from the pre-change input position Pt0 of
the reference position, to the current input position Pt1.
[0063] In the case where the reference position is
changed as described above, the terminal device 2 cal-
culates an input instruction (an input direction and an
input distance) to be used for movement control of the
object 31, based on the post-change reference position.
The process of controlling the object 31 based on the
input instruction is the same before and after the change
of the reference position.
[0064] As described above, in the present embodi-
ment, the terminal device 2 changes the reference posi-
tion such that the reference position follows movement
of the input position under certain conditions. Thus, the
distance between the input position and the reference
position is maintained within the aforementioned prede-
termined distance, which allows the user to easily per-
form an operation to move the current input position to
the opposite side with respect to the reference position.
For example, the user can easily change the input posi-
tion on the right side with respect to the reference posi-
tion, to a position on the left side with respect to the ref-
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erence position. That is, the user can easily change an
input instruction instructing the rightward direction to an
input instruction instructing the leftward direction.
[0065] In another embodiment, the terminal device 2
may not execute the process of changing the reference
position. That is, even when the distance from the input
position to the reference position exceeds the aforemen-
tioned predetermined distance, the reference position
may not be changed. At this time, the terminal device 2
may restrict the magnitude of the input distance (i.e., may
set a maximum value of the input distance). That is, when
the distance between the input position to the reference
position exceeds the predetermined distance, the termi-
nal device 2 may adopt the input distance as the prede-
termined distance.

[2-2-2. Second movement operation]

[0066] An action in the case where the second move-
ment operation is performed will be described with ref-
erence to FIGS. 9 to 11. FIG. 9 shows an example of a
game image when a touch input is started in the case
where the second movement operation is performed. As
shown in FIG. 9, when a touch input is started at a position
within the aforementioned determination area 30, the ter-
minal device 2 determines that the second movement
operation is performed.
[0067] As shown in FIG. 9, when it is determined that
the second movement operation is performed, a refer-
ence position is set as in the case of the first movement
operation. Also in the second movement operation, as in
the first movement operation, the terminal device 2 sets
an input position at the time of a touch-on as a reference
position. In another embodiment, also in the second
movement operation, as in the first movement operation,
the reference position may be set regardless of an input
position at the time of a touch-on.
[0068] Also in the second movement operation, as in
the first movement operation, a process of changing the
reference position is executed. That is, while the second
movement operation is performed, the terminal device 2
changes the reference position such that the reference
position is within a predetermined distance from an input
position of a continuous touch input. Thus, the user can
shift the reference position by shifting the input position
away from the position of the object 31 during the second
movement operation. Thus, the user can perform the sec-
ond movement operation even at a position away from
the display position of the object 31, thereby preventing
the object 31 from being difficult to be viewed due to a
finger performing the touch input (refer to FIG. 10). There-
fore, according to the present embodiment, operability
of the second movement operation, in which the position
of the object 31 is the touch-on position, can be improved.
[0069] As shown in FIG. 9, upon determining that the
second movement operation is performed, the terminal
device 2 causes the state of the object 31 to transition to
the drift state. Therefore, the second movement opera-

tion is performed on the object 31 in the drift state.
[0070] FIG. 9 shows an example of a game image in-
cluding an object in the drift state. As described above,
the drift state is a state in which movement control is
performed by a method different from that for movement
control in the normal state. As shown in FIG. 9, in the
drift state, a state in which the object 31 is drifting (spe-
cifically, a state in which smoke comes from tires) is dis-
played.
[0071] As described above, in the present embodi-
ment, the transition process to the drift state is executed
in response to start of a touch input (in other words, at
the time of a touch-on) to a position within the determi-
nation area 30. However, the timing to execute the tran-
sition process is not limited to the time of a touch-on. In
another embodiment, the transition process may be ex-
ecuted at a timing when a condition regarding a touch
input to a position within the determination area 30 is
satisfied after start of the touch input. For example, the
"condition regarding a touch input" may be that the dis-
tance between an input position and a reference position
(in other words, a touch-on position) becomes equal to
or greater than a predetermined drift start distance. At
this time, the distance between the input position and the
reference position may be a two-dimensional distance
on the input surface, or may be a distance in a predeter-
mined direction (e.g., an x-axis component) on the input
surface. Furthermore, the terminal device 2 may control
the direction of the object at start of the drift state, in
accordance with the direction between the input position
and the reference position in the case where the above
condition is satisfied. That is, when the input position,
with the above condition being satisfied, is on the left side
with respect to the reference position, the object may be
controlled to the leftward drift state (i.e., a drift state in
which the object turns to the left). When the input position,
with the above condition being satisfied, is on the right
side with respect to the reference position, the object may
be controlled to the rightward drift state.
[0072] The "condition regarding a touch input" may be
that an input position of a continuous touch input is shifted
from a reference position (in other words, touch-on po-
sition), or may be that an input position of a continuous
touch input is outside the determination area. Thus, the
"condition regarding a touch input" may be a condition
based on a reference position and an input position.
[0073] In the present embodiment, the operation meth-
od for the second movement operation in the drift state
is the same as that for first movement operation in the
normal state. That is, even when the object 31 is in the
drift state, the terminal device 2 specifies an input instruc-
tion (specifically, an input direction and an input distance)
based on a touch input, as in the case where the object
31 is in the normal state. Thus, the user can operate the
object 31 by the same operation method regardless of
whether the object 31 is in the normal state or in the drift
state. However, the process of controlling movement of
the object 31 based on the input instruction differs be-
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tween the normal state and the drift state.
[0074] In the present embodiment, in the drift state,
movement of the object 31 is controlled such that the
object 31 can go around a curve more sharply than in
the normal state at the same speed. A specific method
of movement control in the drift state is arbitrary. In an-
other embodiment, in the drift state, movement of the
object 31 may be controlled such that the object 31 can
go around a curve more quickly than in the normal state.
Thus, the terminal device 2 may perform movement con-
trol for the object 31 such that the user can control move-
ment of the object 31 more advantageously in terms of
the game than in the normal state.
[0075] As described above, in the present embodi-
ment, the terminal device 2 executes a process of chang-
ing the state of the object 31 regarding movement of the
object 31 (i.e., a process causing the object 31 to transi-
tion from the normal state to the drift state), as a process
to be executed at least on a condition that a touch-on
position of a touch input is within a determination area.
Then, the terminal device 2 causes the object to move
by different control methods that depend on the state of
the object 31. That is, the terminal device 2 causes the
object 31 to move by different methods between the nor-
mal state and the drift state. Therefore, in the present
embodiment, the user can properly use the different two
types of movement operations by changing the position
at which a touch input is started. Thus, the terminal device
2 allows the user to properly use the two types of move-
ment operations by the simple method, thereby allowing
the user to perform various operations.
[0076] When the continuous touch input of the second
movement operation is ended, the terminal device 2
causes the object 31 to transition from the drift state to
the normal state. As described above, while no touch
input is performed, the terminal device 2 automatically
controls the object 31.
[0077] In the present embodiment, when the second
movement operation is continuously performed for a pre-
determined acceleration-allowed time period, the object
31 is set (in the drift state and) in an acceleration-allowed
state. That is, in the present embodiment, when a pre-
determined acceleration condition is satisfied while the
object 31 is in the drift state, the terminal device 2 sets
the object 31 in the acceleration-allowed state. Although
details will be described later, if the movement operation
is ended (i.e., a touch-off is performed) after the object
31 has been set in the acceleration-allowed state, move-
ment of the object 31 is controlled such that the object
31 is accelerated more than usual.
[0078] FIG. 10 shows an example of a game image
including an object in the acceleration-allowed state. As
shown in FIG. 10, in the acceleration-allowed state, the
object 31 is displayed in a display mode representing the
drift state (specifically, a display mode in which smoke
comes from tires) and in a display mode representing the
acceleration-allowed state (specifically, a display mode
in which sparks are caused from tires). In the present

embodiment, the speed of the object 31 in the drift state
is constant regardless of whether the object 31 is in the
acceleration-allowed state. However, in another embod-
iment, when the object 31 in the drift state is in the ac-
celeration-allowed state, the speed of the object 31 may
be higher than that in the case where the object 31 is in
the drift state but is not in the acceleration-allowed state.
[0079] In the present embodiment, the acceleration
condition is that the drift state is continued for the prede-
termined acceleration-allowed time period. That is, the
terminal device 2 sets the object 31 in the acceleration-
allowed state in response to elapse of the acceleration-
allowed time period from when the object 31 is set in the
drift state (in other words, from when the second move-
ment operation is started).
[0080] In another embodiment, the content of the ac-
celeration condition is arbitrary. For example, the accel-
eration condition may include a condition that "a contin-
uous touch input represents a predetermined gesture in
the drift state", or may include a condition that "a prede-
termined operation is performed by a continuous touch
input in the drift state". Thus, the acceleration condition
may be that an input, which satisfies a predetermined
condition regarding an input direction and/or an input dis-
tance, is made, or that this state is continued for a pre-
determined time period.
[0081] As described above, in the present embodi-
ment, when an input of the second movement operation,
which is continuously performed from start of the input,
satisfies a predetermined condition (i.e., the acceleration
condition), the terminal device 2 executes, on the object
31, a second process (i.e., a process of setting the object
31 in the acceleration-allowed state) which is different
from the first process (i.e., a process of setting the object
31 in the acceleration-allowed state). Thus, the user can
cause the terminal device 2 to execute the first process
and further cause the terminal device 2 to execute the
second process, during the second movement operation.
That is, the terminal device 2 allows the user to perform
more various game operations by the continuous touch
input.
[0082] The second process may be any process re-
garding movement of the object 31. For example, the
second process may be a process of causing the object
31 to move by a predetermined control method. There-
fore, in the present embodiment, "a process of causing
the object 31 to move in an accelerated state", which is
described later, is also an example of the second proc-
ess. At this time, the aforementioned predetermined con-
dition is that "the second movement operation is ended"
Thus, the predetermined condition may be that "a state,
in which a continuous touch input in the second move-
ment operation satisfies a predetermined condition, con-
tinues for a predetermined time period", or that "a state,
in which a continuous touch input after execution of the
first process satisfies a certain condition, continues for a
predetermined time period and then the continuous touch
input after execution of the first process is ended". In
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another embodiment, the predetermined condition may
be that "a continuous touch input after execution of the
first process is ended".
[0083] In the present embodiment, when an accelera-
tion operation (i.e., operation to end the touch input) is
performed at a timing after the object 31 is set in the
acceleration-allowed state, the object 31 travels in the
accelerated state. That is, if the second movement op-
eration is ended while the object 31 is in the acceleration-
allowed state, the terminal device 2 causes the object 31
to move in the accelerated state. Here, the "accelerated
state" is a state in which the object 31 moves at a higher
speed than in the normal state.
[0084] FIG. 11 shows an example of a game image
including an object in the accelerated state. As shown in
FIG. 11, in the accelerated state, a state in which the
object 31 is in the accelerated state (specifically, a state
in which the object 31 jets sparks backward) is displayed.
[0085] In the present embodiment, the accelerated
state is continued for the predetermined acceleration
continuation time period. That is, the terminal device 2
causes the object 31 to move in the accelerated state for
a time period until the acceleration continuation time pe-
riod passes from when the second movement operation
is ended, and thereafter, the terminal device 2 performs
automatic control in the normal state.
[0086] As described above, the user operates the ob-
ject 31 in the drift state to be set in the acceleration-al-
lowed state in the second movement operation and then
ends the second movement operation, thereby causing
the object 31 to travel faster. For example, the user caus-
es the object 31, which has transitioned to the drift state,
to go around a curve of a racing course and then travel
in the accelerated state from a position at which the racing
course extends straight ahead, thereby causing the ob-
ject 31 to travel faster.
[0087] In another embodiment, the object 31 may take
multiple stages of acceleration-allowed states. For ex-
ample, the object 31 may be controlled such that the ob-
ject 31 is set in a first acceleration-allowed state in re-
sponse to the drift state being continued for a first accel-
eration-allowed time period T1, and then the object 31 is
set in a second acceleration-allowed state in response
to the drift state being continued for a second accelera-
tion-allowed time period T2 (T2 > T1). At this time, the
terminal device 2 controls the object 31 such that the
accelerated state continues longer in the case where the
object 31 transitions from the second acceleration-al-
lowed state to the accelerated state (in response to end
of the second movement operation) than in the case
where the object 31 transitions from the first acceleration-
allowed state to the accelerated state (in response to end
of the second movement operation). In another embod-
iment, the terminal device 2 may control the object 31
such that the speed in the accelerated state is longer in
the aforementioned case than in the case where the ob-
ject 31 transitions from the first acceleration-allowed
state to the accelerated state.

[0088] Furthermore, the terminal device 2 may display
the object 31 such that the multiple stages of accelera-
tion-allowed states can be distinguished from each other.
For example, the terminal device 2 may display the object
31 such that the color and/or size of sparks differs be-
tween the first acceleration-allowed state and the second
acceleration-allowed state.
[0089] As described above, in the present embodi-
ment, the user is allowed to perform multiple types of
operations (i.e., transition operation to the drift state,
movement operation, acceleration state setting opera-
tion, and acceleration operation) by a continuous touch
input in the second movement operation. Thus, in the
present embodiment, the terminal device 2 allows the
user to perform various game operations by using the
pointing device (i.e., the touch panel).
[0090] In the present embodiment, the user can per-
form each of the movement operations with one finger.
Therefore, according to the present embodiment, the us-
er can operate the object 31 with one finger, whereby the
user can hold the terminal device 2 with one hand and
perform game operations with a thumb of the hand, for
example.
[0091] Although the case where the movement oper-
ations on the object 31 are performed has been described
above, operations other than the movement operations
may be realized by a touch input in the above embodi-
ment. For example, the terminal device 2 may cause the
display section 24 to display icons indicating items, and
may receive a touch input designating an icon, as an
operation to cause the object 31 to use an item.

[3. Specific example of processing in information 
processing system]

[0092] With reference to FIGS. 12 to 14, a description
will be given of a specific example in the case where the
game processing whose outline has been described
above is executed in the information processing system.

[3-1. Data used for processing]

[0093] With reference to FIG. 12, specific example of
data used for the game processing in the information
processing system will be described. FIG. 12 shows ex-
amples of data used for the game processing in the in-
formation processing system. The data shown in FIG. 12
are stored in a storage section of the terminal device 2
(specifically, a memory of the processing section 21
and/or the storage section 22). As shown in FIG. 12, the
terminal device 2 stores therein input position data, ref-
erence position data, input instruction data, object posi-
tion data, object state data, determination area data, and
acceleration flag data.
[0094] The input position data is data indicating the
aforementioned input position. In the present embodi-
ment, the input position data includes data indicating the
current input position (in other words, the latest input po-
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sition), and includes data indicating previous input posi-
tions. Specifically, the input position data includes data
indicating input positions, regarding a continuous touch
input, which are continuously inputted from a touch-on.
The content of the input position data may be reset at
the time of a touch-off.
[0095] The reference position data is data indicating
the aforementioned reference position. Each of the input
position data and the reference position data is data of
two-dimensional coordinates indicating a position on the
input surface of the touch panel 23.
[0096] The input instruction data indicates the content
of the aforementioned input instruction which is specified
based on the input position. Specifically, the input instruc-
tion data indicates the aforementioned input direction and
input distance. As described above, the input instruction
data may be data indicating a numerical value in which
the input direction is represented by a positive or negative
sign and the input distance is represented by an absolute
value.
[0097] The object position data indicates the position
of the object 31 in the game space. For example, the
object position data is data indicating three-dimensional
or two-dimensional coordinates indicating a position in
the game space.
[0098] The object state data indicates the state of the
object 31. Specifically, the object state data is data indi-
cating that the object 31 is in the normal state or the drift
state. In the present embodiment, the object 31 is in the
normal state when a game is started (i.e., at start of a
racing game), and the object state data indicating the
normal state is stored.
[0099] The determination area data indicates the po-
sition and the range of the determination area set on the
input surface. In the present embodiment, since the de-
termination area has a shape of a circle, the determina-
tion area data indicates coordinates at the center position
of the circle, and the radius of the circle. In the present
embodiment, since the determination area is fixedly set,
the content of the determination area data has been de-
termined in the game program in advance.
[0100] The acceleration flag data is data indicating an
acceleration flag which represents whether or not to per-
form control to cause the object 31 to move in the accel-
erated state. Although details will be described later,
when the object 31 is in the aforementioned acceleration-
allowed state or accelerated state, the acceleration flag
is set at ON. When the object 31 is neither in the accel-
eration-allowed state nor in the accelerated state, the
acceleration flag is set at OFF. In the present embodi-
ment, the acceleration flag is set to OFF when the game
is started.

[3-2. Example of game processing]

[0101] FIGS. 13 and 14 are flowcharts showing a flow
of exemplary game processing executed by the terminal
device. A series of process steps shown in FIGS. 13 and

14 is started in response to start of the racing game after
the game program stored in the storage section 22 is
activated.
[0102] In the present embodiment, the CPU (in other
words, a processor) of the processing section 21 of the
terminal device 2 executes the game program (specifi-
cally, the game program for the racing game) stored in
the storage section 22, thereby executing the processes
in steps shown in FIGS. 13 and 14. However, in another
embodiment, some of the processes in the steps may be
executed by a processor (e.g., a dedicated circuit or the
like) other than the CPU. Furthermore, the processes in
the steps shown in FIGS. 13 and 14 are merely examples,
and the processing order of the steps may be changed
or other processes may be executed in addition to (or
instead of) the processes in the steps, so long as similar
results can be obtained.
[0103] In another embodiment, the processes in the
steps shown in FIGS. 13 and 14 may be executed by
cooperation of the terminal device 2 and the server 1.
That is, some of the processes in the steps shown in
FIGS. 13 and 14 may be executed by the server 1. At
this time, the server 1 receives data to be used for the
processes, from the terminal device 2 via the network 3.
The server 1 transmits resultant data obtained through
the processes, to the terminal device 2 via the network 3.
[0104] The processing section 21 of the terminal de-
vice executes the processes in the steps shown in FIGS.
13 and 14 by using a memory. That is, the CPU of the
processing section 21 stores, in the memory, information
(in other words, data) obtained in the respective process
steps. When using the information in the subsequent
process steps, the CPU reads out the information from
the memory and uses the information.
[0105] In step S1 shown in FIG. 13, the processing
section 21 acquires an input position from the touch panel
23. That is, the touch panel 23 detects an input position
on the input surface thereof, and outputs detection result
data indicating the detected input position. The process-
ing section 21 acquires the detection result data from the
touch panel 23, and stores input position data including
the detection result data in the memory. In the present
embodiment, when no touch input is performed to the
touch panel 23, the touch panel 23 outputs detection re-
sult data indicating that there is no touch input. In this
case, the processing section 21 acquires the detection
result data indicating that there is no touch input. Next to
step S1, the process in step S2 is executed.
[0106] In step S2, the processing section 21 deter-
mines whether or not a touch input is performed. The
processing section 21 performs the determination in step
S2, based on the input position data (in other words, the
data acquired from the touch panel 23 in the process of
step S1) stored in the memory. When the result of the
determination in step S2 is positive, the process in step
S3 is executed. When the result of the determination in
step S2 is negative, the process in step S19 described
later is executed.
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[0107] In step S3, the processing section 21 deter-
mines whether or not the touch input is an input at the
time of a touch-on. The processing section 21 performs
the determination in step S3, based on the input position
data stored in the memory. That is, the touch input is
determined to be an input at the time of a touch-on when
detection result data acquired in step S1 in the last
processing loop (specifically, a processing loop of steps
S1 to S23) is a value indicating that there is no touch
input. On the other hand, the touch input is determined
not to be an input at the time of a touch-on when the
detection result data acquired in the last processing loop
is a value indicating that there is a touch input. When the
result of the determination in step S3 is positive, the proc-
ess in step S4 is executed. When the result of the deter-
mination in step S3 is negative, the process in step S4
is skipped and the process in step S5 described later is
executed.
[0108] In step S4, the processing section 21 deter-
mines whether or not a touch-on position is within a de-
termination area. That is, based on the input position data
and the determination area data stored in the memory,
the processing section 21 determines whether or not an
input position (i.e., a touch-on position) indicated by the
input position data is located within a determination area
indicated by the determination area data. When the result
of the determination in step S4 is positive, the process
in step S5 is executed. When the result of the determi-
nation in step S4 is negative, the process in step S5 is
skipped, and the process in step S6 described later is
executed.
[0109] In step S5, the processing section 21 causes
the state of the object 31 to transition to the drift state.
That is, the processing section 21 stores object state data
indicating the drift state in the memory. Next to step S5,
the process in step S6 is executed.
[0110] In step S6, the processing section 21 sets a
reference position. That is, the processing section 21
sets, as a reference position, the input position acquired
through the process in step S1 in the current processing
loop. The processing section 21 stores reference position
data indicating the set reference position in the memory.
Next to step S6, the process in step S7 is executed.
[0111] In step S7, the processing section 21 deter-
mines whether or not the reference position is to be
changed. That is, based on the input position data and
the reference position data stored in the memory, the
processing section 21 performs the aforementioned de-
termination by the method described in the section of
(Reference position changing process). When the result
of the determination in step S7 is positive, the process
in step S8 is executed. When the result of the determi-
nation in step S7 is negative, the process in step S8 is
skipped and the process in step S9 described later is
executed.
[0112] In step S8, the processing section 21 changes
the reference position. That is, based on the input position
data and the reference position data stored in the mem-

ory, the processing section 21 calculates a post-change
reference position by the method described in the section
of (Reference position changing process). Furthermore,
the processing section 21 updates the reference position
data stored in the memory to the content indicating the
calculated post-change reference position. Next to step
S8, the process in step S9 is executed.
[0113] In step S9, the processing section 21 specifies
the content of an input instruction. That is, with reference
to the input position data and the reference position data
stored in the memory, the processing section 21 calcu-
lates an input direction and an input distance. A specific
method for calculating the input direction and the input
distance is the method described in the section of [2-2-1.
First movement operation]. The processing section 21
stores input instruction data indicating the calculated in-
put direction and input distance in the memory. Next to
step S9, the process in step S10 (FIG. 14) is executed.
[0114] The processes in steps S10 to S14 will be de-
scribed with reference to FIG. 14. In step S10, based on
the object state data stored in the memory, the process-
ing section 21 determines whether or not the object 31
is in the drift state. When the result of the determination
in step S10 is negative (i.e., when the object 31 is in the
normal state), the process in step S11 is executed. When
the result of the determination in step S10 is positive (i.e.,
when the object 31 is in the drift state), the process in
step S12 is executed.
[0115] In step S11, based on the input instruction data
stored in the memory, the processing section 21 performs
movement control for the object 31 in the normal state.
Specifically, the processing section 21 calculates a
movement direction and a movement distance of the ob-
ject 31 in one frame time, and calculates a post-move-
ment position of the object 31, based on the calculated
movement direction and movement distance, and the
current position of the object 31. The movement control
in step S11 is performed by the method described in the
section of [2-2-1. First movement operation]. The
processing section 21 stores, in the memory, object po-
sition data indicating the calculated post-movement po-
sition. Next to step S11, the process in step S22 de-
scribed later is executed.
[0116] In step S12, the processing section 21 performs
movement control for the object 31 in the drift state. Also
in step S12, as in step S11, the processing section 21
calculates a post-movement position of the object 31,
based on the input instruction data stored in the memory.
However, the movement control in step S12 is, unlike the
movement control in step S11, performed by the method
described in the section of [2-2-2. Second movement op-
eration]. The processing section 21 stores, in the mem-
ory, object position data indicating the calculated post-
movement position. Next to step S12, the process in step
S13 is executed.
[0117] In step S13, the processing section 21 deter-
mines whether or not the aforementioned acceleration-
allowable time period has passed from the transition of
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the object 31 to the drift state. When the result of the
determination in step S13 is positive, the process in step
S14 is executed. When the result of the determination in
step S13 is negative, the process in step S14 is skipped,
and the process in step S22 described later is executed.
[0118] In step S14, the processing section 21 sets an
acceleration flag to ON. That is, the processing section
21 stores, in the memory, acceleration flag data indicat-
ing that the acceleration flag is ON. Thus, the object 31
is set (in the drift state and) in the acceleration-allowed
state. Next to step S14, the process in step S22 described
later is executed.
[0119] Referring back to FIG. 13, the processes in
steps S15 and S16 will be described. In step S15, the
processing section 21 determines whether or not the
touch input is ended (i.e., whether or not a touch-off is
performed). The processing section 21 performs the de-
termination in step S15 based on the input position data
stored in the memory. That is, when detection result data
acquired in step S1 in the last processing loop (specifi-
cally, the processing loop of steps S1 to S23) is a value
indicating that there is a touch input, the processing sec-
tion 21 determines that the touch input is ended. When
the detection result data is a value indicating that there
is no touch input, the processing section 21 determines
that the touch input is not ended yet. When the result of
the determination in step S15 is positive, the process in
step S16 is executed. When the result of the determina-
tion in step S15 is negative, the process in step S16 is
skipped, and the process in step S17 (FIG. 14) described
later is executed.
[0120] In step S16, the processing section 21 causes
the state of the object 31 to transition to the normal state.
That is, the processing section 21 stores object state data
indicating the normal state in the memory. Next to step
S16, the process in step S17 is executed.
[0121] Referring back to FIG. 14, the processes in
steps S17 to S23 will be described. In step S17, based
on the acceleration flag data stored in the memory, the
processing section 21 determines whether or not the ac-
celeration flag is set at ON. When the result of the deter-
mination in step S17 is negative (i.e., when the acceler-
ation flag is set at OFF), the process in step S18 is exe-
cuted. When the result of the determination in step S17
is positive (i.e., when the acceleration flag is set at ON),
the process in step S19 described later is executed.
[0122] In step S18, the processing section 21 performs
automatic control for the object 31. That is, the processing
section 21 calculates a post-movement position of the
object 31, by controlling movement of the object 31 in
accordance with an algorism that is predetermined in a
program of a game application stored in the storage sec-
tion 12. The processing section 21 stores, in the memory,
object position data indicating the calculated post-move-
ment position. Next to step S18, the process in step S22
described later is executed.
[0123] On the other hand, in step S19, the processing
section 21 performs automatic control for the object 31

in the accelerated state. Also in step S19, as in step S18,
the processing section 21 calculates a post-movement
position of the object 31, by controlling movement of the
object 31 in accordance with an algorism that is prede-
termined in the program of the game application. How-
ever, in step S19, the post-movement position of the ob-
ject 31 is calculated such that the object 31 moves at a
speed higher than a movement speed set in step S18.
The processing section 21 stores, in the memory, object
position data indicating the calculated post-movement
position. Next to step S19, the process in step S20 is
executed.
[0124] In step S20, the processing section 21 deter-
mines whether or not the aforementioned acceleration
continuation time period has passed from start of the
movement control for the object 31 in the accelerated
state (in other words, from when a touch-off is per-
formed). When the result of the determination in step S20
is positive, the process in step S21 is executed. When
the result of the determination in step S20 is negative,
the process in step S21 is skipped, and the process in
step S22 described later is executed.
[0125] In step S21, the processing section 21 sets the
acceleration flag to OFF. That is, the processing section
21 stores, in the memory, acceleration flag data indicat-
ing that the acceleration flag is OFF. Thus, the object 31
is set (in the normal state and) in the accelerated state.
Next to step S21, the process in step S22 is executed.
[0126] In step S22, the processing section 21 gener-
ates a game image, and causes the display section 24
to display the game image. That is, the processing sec-
tion 21 generates the game image based on the object
position data stored in the memory, and causes the dis-
play section 24 to display the generated game image.
The game image generated in step S22 represents a
game space in which the object 31 is located at a position
indicated by the object position data. As described above,
in the present embodiment, the processing section 21
generates a game image in which the object 31 is placed
at a predetermined position on the screen of the display
section 24 (a position on a slightly lower side from the
center of the screen; refer to FIG. 4, etc.). On the display
section 24, an image of the determination area 30 is not
displayed. In the process in step S22, the processing
section 21 controls actions of other objects (e.g., other
characters and/or items) according to need, and gener-
ates a game image representing a game space including
these objects. Next to step S22, the process in step S23
is executed.
[0127] In step S23, the processing section 21 deter-
mines whether or not to end the game. That is, the
processing section 21 ends the game when a predeter-
mined game end condition is satisfied (e.g., the object
operated by the user crosses a finish line), or when a
predetermined game end instruction is made by the user.
The processing section 21 determines not to end the
game, when the game end condition is not satisfied and
no predetermined termination instruction is made by the
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user. When the result of the determination in step S23 is
negative, the process in step S1 is executed. The
processing section 21 repeats the series of processes in
steps S1 to S23 until determining to end the game in step
S23. When the result of the determination in step S23 is
positive, the processing section 21 ends the game
processing shown in FIGS. 13 and 14.

[4. Function and effect of present embodiment, and mod-
ifications]

[0128] According to the above-described embodiment,
a game program causes an information processing ap-
paratus (e.g., the terminal device 2) having a pointing
device (e.g., the touch panel 23) to execute process steps
as follows:

• an acquisition step (S1) of repeatedly acquiring input
positions detected by a pointing device, each input
position being a position corresponding to a position
on a display screen;

• a first process execution step (S5) of executing a
predetermined first process on an object in a virtual
game space, at least on a condition that an input
position detected when an input to the pointing de-
vice is started is within a predetermined area (i.e., a
determination area);

• a reference position setting step (S6) of setting a
reference position, based on an input position re-
garding an input to the pointing device (e.g., an input
position detected when the input is started, or an
input position detected when a predetermined time
period has passed from the start of the input); and

• a movement process step (S11 or S12) of executing
a movement process for causing the object to move,
based on the reference position and on the input
position of the input which is continuously performed
from start of the input to the pointing device.

[0129] In the case where the input surface of the point-
ing device is provided on the display surface (in other
words, the display screen is the input surface) as in the
above embodiment, the "position corresponding to a po-
sition on a display screen" indicates a position on the
display screen, and can be regarded as a position on the
display screen. On the other hand, in the case where the
input surface of the pointing device is different from the
display screen (e.g., when the pointing device is a touch
pad), the "position corresponding to a position on a dis-
play screen" is a position, on the input surface, which can
uniquely specify a position on the display screen.
[0130] According to the above embodiment, the user
can execute the two types of processes, i.e., the first
process and the movement process, on the object by a
continuous input started from a position within the pre-
determined area. Therefore, the information processing
apparatus allows the user to perform various operations

by the simple input method. Specifically, according to the
above embodiment, the user is allowed to perform mul-
tiple types of operations on the object by a continuous
touch input that can be performed with one finger of the
user.
[0131] According to the above embodiment, whether
or not the first process is to be performed depends on
whether or not an input position detected when an input
is started is within the predetermined area. Therefore,
the user can properly use the different two types of op-
erations by changing the position at which an input is
started. Also in this respect, the information processing
apparatus allows the user to perform various operations
by the simple input method.
[0132] In the above embodiment, in the reference po-
sition setting step, a reference position is set in both the
case where the input position detected when the input to
the pointing device is started is within a first area and the
case where the input position is outside the first area (in
other words, regardless of whether or not the input posi-
tion is within the first area). In the movement process
step, the movement process is executed in both the case
where the input position detected when the input to the
pointing device is started is within the first area and the
case where the input position is outside the first area.
[0133] Setting of a reference position may be executed
at a timing when an input to the pointing device is started
as in the above embodiment, or may be executed at a
timing after the input is started (specifically, a timing after
the input position is changed from the touch-on position)
as described later in the section of (First modification
regarding determination area).
[0134] The "input which is continuously performed
from start of the input to the pointing device" is not re-
quired to be an input being continued in a strict sense.
For example, as for the aforementioned "continuous
touch input", a situation can be considered in which, al-
though a touch input is actually performed on the touch
panel 23, the touch input is not temporarily detected for
a predetermined time period due to erroneous detection.
In this case, the terminal device 2 may deal with a touch
input detected before the predetermined time period and
a touch input detected after the predetermined time pe-
riod, collectively, as a single continuous touch input. Spe-
cifically, when a time period from when a certain touch
input has become undetected to when a next touch input
is detected is shorter than a predetermined time length,
the terminal device 2 may deal with the certain touch
input and the next touch input collectively as a single
continuous touch input.
[0135] In the above embodiment, the first process can
be regarded as a process (step S5) for changing the state
of the object 31 (more specifically, the state of the object
regarding movement of the object). In another embodi-
ment, the terminal device 2 may execute, as the first proc-
ess, a process of controlling the action of the object,
which is different from the aforementioned movement
process. For example, the terminal device 2 may exe-
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cute, as the first process, a process of causing the object
to perform an action of jump or attack at the timing to
execute step S5, instead of (or together with) the process
in step S5.

(First modification regarding determination area)

[0136] In another embodiment, a determination area
may not be set based on the position of an object on the
display screen. FIG. 15 shows an example of a determi-
nation area according to a first modification of the above
embodiment. As shown in FIG. 15, in the first modifica-
tion, determination areas 40a and 40b are fixedly set at
opposing right and left ends of the screen of the display
section 24, respectively. The left determination area 40a
has a rectangular shape including a range up to a pre-
determined distance from the left side of the screen. The
right determination area 40b has a rectangular shape
including a range up to a predetermined distance from
the right side of the screen. In the description below, the
determination areas 40a and 40b may be generically re-
ferred to as "determination area 40".
[0137] In the first modification, as in the above embod-
iment, an image representing the determination area 40
is not actually displayed. However, in the first modifica-
tion, as shown in FIG. 15, left marker images 41a are
displayed in the left determination area 40a, and right
marker images 41b are displayed in the right determina-
tion area 40b. These marker images 41a and 41b can
suggest, to the user, a rough position of the determination
area (in other words, a position at which a touch input of
the second movement operation is to be started).
[0138] In the first modification, a method for determin-
ing whether a touch input is the first movement operation
or the second movement operation is the same as that
in the above embodiment. That is, it is determined that
the second movement operation is performed when a
touch-on position is within the determination area 40,
whereas it is determined that the first movement opera-
tion is performed when a touch-on position is outside the
determination area 40.
[0139] FIG. 16 shows an example of a game image
when the second movement operation is performed in
the first modification. FIG. 16 shows a game image in a
state where the user starts a touch input to a position
within the left determination area 40a, and then shifts the
input position in a direction toward the center of the
screen (i.e., a rightward direction). Also in the first mod-
ification, as in the above embodiment, the operation im-
age 32 is displayed on the display section 24 in response
to the touch input for the movement operation being per-
formed.
[0140] In the first modification, when it is determined
that the second movement operation is performed, mark-
er images, which are disposed in a determination area
(either of the determination areas 40a and 40b) in which
the touch input is started, are moved in the direction to-
ward the center of the screen and displayed. In the ex-

ample of FIG. 16, the left marker images 41a in the left
determination area 40a are moved in the direction toward
the center of the screen (i.e., the rightward direction) and
displayed. Thus, in the first modification, the terminal de-
vice 2 moves and displays the marker images in response
to the second movement operation being executed.
Therefore, the terminal device 2 allows the user to easily
recognize whether or not an input with a touch-on position
in the determination area is performed (i.e., whether or
not the second movement operation is performed).
[0141] In the first modification, when the second move-
ment operation is performed, a touch-on position is a
position in either of the right and left end positions of the
area of the display screen. Therefore, in the first modifi-
cation, when the touch-on position is in the determination
area 40, the terminal device 2 sets, as a reference posi-
tion, a position obtained by shifting the touch-on position
in the direction toward the center of the screen by a pre-
determined distance from the end portion of the screen.
For example, a reference position may be set so as to
be outside the determination area 40. Thus, the user can
easily designate an input position that is away from the
reference position by a predetermined distance in any
direction. For example, when a touch-on position is near
the left end portion of the screen (i.e., in the left determi-
nation area 40a), since a reference position is set on the
right side relative to the touch-on position, the user can
easily perform a touch input whose input direction is a
leftward direction with respect to the reference position
(even if the user starts the touch input from near the left
lend portion of the screen).
[0142] In another embodiment, the terminal device 2
may not perform transition of the object 31 to the drift
state at the time of a touch-on of the second movement
operation, and may perform transition of the object 31 to
the drift state in response to that the distance between a
touch-on position (different from a reference position)
and an input position becomes equal to or greater than
a predetermined drift start distance during the second
movement operation. The distance between the input po-
sition and the touch-on position may be a two-dimension-
al distance on the input screen, or may be a distance in
a predetermined direction (e.g., an x-axis component) on
the input screen. At the time of a touch-on, the terminal
device 2 may set a reference position to a position that
is shifted from the touch-on position in the direction to-
ward the center of the screen, and may set (in other
words, change) the reference position to the touch-on
position in response to that the distance between the
touch-on position and the input position becomes equal
to or greater than the drift start distance (i.e., in response
to transition of the object 31 to the drift state).
[0143] In the first modification, since the input position
and the reference position are different from each other
at the time of the touch-on of the second movement op-
eration (in other words, at the time of transition to the drift
state), the input distance is sharply increased at the tran-
sition timing to the drift state, which may cause the user
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to have a sense of discomfort to the second movement
operation. On the other hand, in the aforementioned oth-
er embodiment, since the touch-on position is the refer-
ence position at the transition timing to the drift state, the
risk of sharp increase in the input distance at the transition
timing can be reduced. Therefore, the user is less likely
to have a sense of discomfort during the second move-
ment operation, thereby improving operability of the sec-
ond movement operation.

(Second modification regarding determination area)

[0144] FIG. 17 shows an example of a determination
area according to a second modification. As shown in
FIG. 17, in the second modification, a slider image 45 is
displayed on the display section 24, and an area corre-
sponding to the slider image 45 is set as a determination
area. That is, in this second modification, it is determined
that the second movement operation is performed when
a touch-on position of a touch input is within the slider
image 45, whereas it is determined that the first move-
ment operation is performed when a touch-on position
of a touch input is outside the slider image 45. Thus, the
terminal device 2 may cause the display section 24 to
display an image representing a determination area.
[0145] FIG. 18 shows an example of a game image
when the second movement operation is performed in
the second modification. FIG. 18 shows a game image
in a state where the user starts a touch input on a position
within a slider image 45 (in other words, a determination
area) and then shifts the input position in the rightward
direction. Also in the first modification, as in the above
embodiment, an operation image 32 is displayed on the
display section 24 in response to the touch input.
[0146] As shown in FIG. 18, the slider image 45 in-
cludes a marker image 46. In the second modification,
during the second movement operation, the terminal de-
vice 2 moves the marker image 46 to a position according
to an input direction and an input distance, and displays
the marker image 46. In the example of FIG. 18, since
the input direction is a rightward direction, the marker
image 46 is displayed at a position shifted rightward from
the center of the slider image 45. Thus, in the second
modification, during the second movement operation, the
marker image 46 is moved and displayed as well as the
operation image 32. Thus, the terminal device 2 allows
the user to easily recognize whether or not an input with
a touch-on position in the determination area is per-
formed (i.e., whether or not the second movement oper-
ation is performed).
[0147] In the second modification, a method for deter-
mining whether or not a touch input is the first movement
operation or the second movement operation, a method
for controlling movement of the object based on move-
ment operation, etc., are the same as those of the above
embodiment.

(Modification regarding game content)

[0148] In another embodiment, the content of the game
executed in the terminal device 2 is not limited to racing,
and a game of any content may be executed. For exam-
ple, in the other embodiment, the game executed in the
terminal device 2 may be a game in which an object (i.e.,
a player character) in an action game is operated by an
input to the pointing device. For example, the terminal
device 2 may perform movement control to cause the
object to move by walking in the movement process in
step S11, and cause the object to move by running in the
movement process in step S12. At this time, the terminal
device 2 may manage the state (i.e., walking or running)
regarding the movement method of the object, and cause
the state of the object to transition from the walking state
to the running state in step S5. Furthermore, the terminal
device 2 may perform, in the process of step S19, move-
ment control to cause the object to run at a speed higher
than the speed in the movement process of step S12.
[0149] In another embodiment, the game executed in
the terminal device 2 may be a game in which an object
(i.e., a player character) in a shooting game is operated
by an input to the pointing device. For example, the ter-
minal device 2 can apply the respective movement op-
erations to a process of causing the object to perform
actions regarding shooting. Specifically, the terminal de-
vice 2 causes a sight to move in response to the first
movement operation, and causes a bullet to be shot in
response to a touch-off of the first movement operation.
Alternatively, the terminal device 2 causes the object to
execute an action of charging power in response to a
touch-on of the second movement operation, causes a
sight to move in response to the subsequent second
movement operation, and causes a bullet to be shot in
response to a touch-off of the second movement opera-
tion. In this embodiment, a determination area may be
set so as to include an object of a gun possessed by the
aforementioned object. According to this game example,
in the operation of causing the object to perform a shoot-
ing action, the user can determine whether or not to shoot
a bullet after charging power, depending on whether the
movement operation is the second movement operation
or the first movement operation.

INDUSTRIAL APPLICABILITY

[0150] For the purpose of, for example, achieving var-
ious game operations by using a pointing device, it is
possible to use the above embodiment as a game pro-
gram, a game apparatus, and the like.

DESCRIPTION OF THE REFERENCE CHARACTERS

[0151]

1 server
2 terminal device
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21 processing section
22 storage section
23 touch panel
24 display section
25 communication section
31 object
32 operation image

Claims

1. A game program causing a computer of an informa-
tion processing apparatus to execute:

an acquisition step of repeatedly acquiring input
positions detected by a pointing device, each
position corresponding to a position on a display
screen;
a first process execution step of executing a pre-
determined first process on an object in a virtual
game space, at least on a condition that an input
position detected when an input to the pointing
device is started is within a predetermined area;
a reference position setting step of setting a ref-
erence position, based on an input position re-
garding an input to the pointing device; and
a movement process step of executing a move-
ment process for causing the object to move,
based on the reference position and on the input
position of the input which is continuously per-
formed from start of the input to the pointing de-
vice.

2. The game program according to claim 1, wherein
the predetermined area is set so as to include a po-
sition on an input screen of the pointing device, the
position corresponding to a position, on the display
screen, in which the object is displayed.

3. The game program according to claim 2, further
causing the computer to execute an image display
step of displaying, on the display screen, an image
of the virtual game space such that the object is fix-
edly disposed at a predetermined position on the dis-
play screen during a predetermined time period in
which the first process is executable.

4. The game program according to claim 2, further
causing the computer to execute an image display
step of displaying, on the display screen, an image
of a game space that does not include an image rep-
resenting the predetermined area, during a prede-
termined time period in which the first process is ex-
ecutable.

5. The game program according to any one of claims
2 to 4, further causing the computer to execute a
reference position changing step of changing the ref-

erence position to a position within a predetermined
distance from the input position of the input which is
continuously performed from start of the input to the
pointing device.

6. The game program according to any one of claims
1 to 5, wherein
in the first process execution step, a process for
changing the state of the object is executed as the
first process.

7. The game program according to any one of claims
1 to 6, wherein
in the first process execution step, a process for
changing the state regarding movement of the object
is executed as the first process, and
in the movement process step, the object is caused
to move by different control methods depending on
the state of the object.

8. The game program according to any one of claims
1 to 7, further causing the computer to execute a
second process execution step of executing a sec-
ond process on the object, the second process being
different from the first process, in the case where the
input position detected when the input to the pointing
device is started is within the predetermined area,
and where the input which is continuously performed
from start of the input satisfies a predetermined con-
dition.

9. The game program according to claim 8, wherein
in the second process execution step, a process re-
garding movement of the object is executed as the
second process.

10. The game program according to claim 8 or 9, wherein
in the second process execution step, the second
process is executed in response to end of the input
which is continuously performed from start of the in-
put to the pointing device.

11.  The game program according to any one of claims
1 to 5, wherein
in the first process execution step, a process for con-
trolling action of the object is executed as the first
process, the process being different from the move-
ment process.

12. An information processing apparatus comprising:

acquisition means for repeatedly acquiring input
positions detected by a pointing device, each
position corresponding to a position on a display
screen;
first process execution means for executing a
predetermined first process on an object in a
virtual game space, at least on a condition that
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an input position detected when an input to the
pointing device is started is within a predeter-
mined area;
reference position setting means for setting a
reference position, based on an input position
regarding an input to the pointing device; and
movement process means for executing a
movement process for causing the object to
move, based on the reference position and on
the input position of the input which is continu-
ously performed from start of the input to the
pointing device.

13. An information processing system comprising:

acquisition means for repeatedly acquiring input
positions detected by a pointing device, each
position corresponding to a position on a display
screen;
first process execution means for executing a
predetermined first process on an object in a
virtual game space, at least on a condition that
an input position detected when an input to the
pointing device is started is within a predeter-
mined area;
reference position setting means for setting a
reference position, based on an input position
regarding an input to the pointing device; and
movement process means for executing a
movement process for causing the object to
move, based on the reference position and on
the input position of the input which is continu-
ously performed from start of the input to the
pointing device.

14. A game processing method executed in an informa-
tion process system, the method comprising:

an acquisition step of repeatedly acquiring input
positions detected by a pointing device, each
position corresponding to a position on a display
screen;
a first process execution step of executing a pre-
determined first process on an object in a virtual
game space, at least on a condition that an input
position detected when an input to the pointing
device is started is within a predetermined area;
a reference position setting step of setting a ref-
erence position, based on an input position re-
garding an input to the pointing device; and
a movement process step of executing a move-
ment process for causing the object to move,
based on the reference position and on the input
position of the input which is continuously per-
formed from start of the input to the pointing de-
vice.
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